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We're a human-rights group that helps people use video and technology to protect
and defend their rights. And for the last five years, we've coordinated a global effort,
"Prepare, Don't Panic," around these new ways to manipulate and synthesize

reality, and on how to fortify the truth of critical frontline journalists and human-
rights defenders (1).

Now, one element in that is a deepfakes rapid-response task force, made up of

media-forensics experts and companies who donate their time and skills to debunk
deepfakes and claims of deepfakes (2).

The task force recently received three audio clips, from Sudan, West Africa, and
India. People were claiming that the clips were deepfaked, not real.

In the Sudan case, experts used a machine-learning algorithm trained on over a
million examples of synthetic speech to prove, almost without a shadow of a doubt,
that it was authentic (3).

In the West Africa case, they couldn't reach a definitive conclusion because of the
challenges of analyzing audio from Twitter, and with background noise (4).

The third clip was leaked audio of a politician from India. Nilesh Christopher of
“Rest of World” brought the case to the task force. The experts used almost an
hour of samples to develop a personalized model of the politician's authentic voice.
Despite his loud and fast claims that it was all falsified with Al, experts concluded
that it at least was partially real, not Al (5).

As you can see, even experts cannot rapidly and conclusively separate true from
false, and the ease of calling "that's deepfaked" on something real is increasing. The
future is full of profound challenges, both in protecting the real and detecting the

fake (6).
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7. developer

8. animation

9. book covers

10. user interfaces
11. Star City

12. narrative

13. difficulty level
14. dedication

Script

Paul: Hi. My name’s Paul Osborne. I work as a designer in the computer-game
industry. Like a lot of my colleagues, I grew up playing video games; wasting money
on arcades, playing the early game consoles. Computer games have always been a
big part of my life.

Basically, lots of people are involved in the production of a game. As a designer,
I’m largely concerned with the visual material that you see, so my background’s
artistic. People sometimes wrongly assume that I’'m a developer [7] — that’s the guy
with a maths background who actually figures out how the game works. We work
closely together, of course, also with the game’s market researcher, who tells us what
players are asking for.

So, how did I get into game designing? My degree was in art and design, and I did
courses in painting and drawing as you’d expect, as well as one in computer
graphics, which really did my imagination, and one in animation. That was the one
which enabled me to build up the key conceptual and visual design skills that [ use
now. [8] But I wasn’t afraid of technology, so my career could’ve gone in a number
of directions.

My first job was as a graphic designer, doing book covers largely [9], though
occasionally video game boxes or CD sleeves did come my way too. After a while,
an opening came up in the company’s games division for someone who had art and
design sensibilities, along with some technical acumen, to work on things called user
interfaces [10]. I saw that as the opportunity to move into designing software. It was
interesting to put together visual design, ergonomics, psychology and technology. I
had some great mentorship from the head of my section and really developed a
passion for the work.

Basically, what you’re responsible for as a designer is whether a game’s fun or not.
I’ve worked on a number of great games: Purple Moon was my first big challenge,
and I had a key role on Defending Planet X. But the one I got most out of was Star
City because I was working on defining the multi-player experience [11]. That’s
when two or more people play against each other. We wanted multi-players to play
the game as if they were creating their own narrative [12], as compared to a single
player when they’re experiencing a story you’ve made up for them.

I love being able to come up with a cool idea and actually see it happen. The most
challenging aspect of the game, however, is hitting the right level of difficulty [13].




You want the game to be hard enough to reward people who gain expertise, but not
so hard that people become frustrated and stop playing.

So, what does it take to be a game designer? You need the creativity to have a vision
— see what will make a game fun and create a great experience. You need the
communication to articulate that vision to other people and get them to do what you
think needs to be done. But above all, you need dedication to see your vision through
— to work your way through the disappointments and failures [14]. When you’re
three months from shipping, working until two in the morning, that’s what sees you
through.
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Baumanue! I1

MaxkcuMajJbHO€e KOJIHYecTBO 0aJi10B: 16

u oueHke 0 mo kpurepuio "PK3" BoicTaB/siercs o0mas ouenka (

Pemenne
KOMMYHHMKATHUBHOM 3a1a4n
(MakcumMyM 8 6aJ110B)

OPTAHU3ALIUSA
TEKCTA
(MakcumMyM 2 6ansa

SA3BIKOBOE O®OPMJIEHUE TEKCTA
(MakcuMyM 6 6aJ1J10B)

8 6a10B 2 6aasa Jlekcuka I'pammaTuka Opdorpadus u
K T (Makcumym 2 (Mmakcumym 3 MYHKTyalus
OMMYHHUKAaTHBHAas  3ajada | TeKcT mpaBUIBHO oaa) Gana) (Maxcuvym 1
ITOJTHOCTBIO BBITTOJIHEHA — JaH | pa3liesieH Ha GaLT)
COBET BBITyCKHHUKAM MIKOJBI, | a03aIfsl.
KaKk TOOMTBCA ycrexa B 3 6anna
Jloruka
JKU3HHU, IO BCEM 3aJaHHBIM
TapaMeTpam. MOCTPOCHHUS TEKCTA YyacTtHUK
HE HapyIlICHA. JIEMOHCTPUPYET
O0BeM paboThl MO0 TPaMOTHOE U
COOTBETCTBYET 3aJ]aHHOMY, yMecTHOe
7100 OTKIIOHSETCS OT ynoTpebieHne
3aIaHHOTO HE OoJree YeM Ha rpaMMaTHYECKHIX
10% (B CTOpPOHY yBEIMYEHHS CTPYKTYP.
— He fosbmie 220 caoBY) win
0 B pabote
Ha 10 % B cTropony
BO3MOXHa 1
YMEHBIICHUS (He MeHbIIe
rpaMMaTHYeCKas
162 cJyioB).
omuoKa.
2 payuta 2 6aqa
YyacTHUK B pabote
JEMOHCTpHUpYeT | umeroresd 2 — 3
rPaMOTHOE U rpaMMaTHICCKHE
YMECTHOE OIITUOKH.
ynorpe0iieHne
JIEKCHKH.
B pabote
BO3MOKHA 1
JICKCHYECKast
omuoKa.
7 -1 6ann 1 6ann 1 6ann 1 6ann 1 6ann
3a KaxIblii HEpPaCKPBITHII Nwmerotes B pabote B pabote B pabote nmerorcst
IapaMeTp CHUMAaETCsl OJUH OT/ACJIbHbBIC nmerores 2 - 4 umerores 4-5 1-2
Oa HapYIICHUS JIOTUKA | JIEKCUICCKUE OIHOOK. opdorpaduyaeckue
nin ab3arHoro OIINOKH. 127070178
KoMmyHHKaTHBHAS 321298 |y yopepyg Tekca (1 MyHKTYallMOHHBIC
BBITIOJTHEHA YACTUIHO — HapyIenye). OMIHGKIL

COCTaBJICHHBIN TEKCT HE
COOTBETCTBYET 3aJaHHBIM
napameTpam: 1 — 7 aciekToB
HE BBINOJIHEHBI




0 6as10B

KomMyHnkaTBHas 3a1a4a He
BhINonHeHa. CoaepkaHue He
OTBEYAET 33/IaHHBIM
rnapamerpam.

Wnu 00bem Menee 162 cioB.

0 6as10B

Hmerores 2 u 6omee
HAPYIIECHHS JIOTUKH
WM a03a1HOIO
YJIEHEHUS TEKCTA.

0 6as10B

B pabote
UMCIOTCS
MHOT'OYHCIICHH
bIC OIINMOKH B
YHOTpeOIeHIH
JIeKCHKH (5 |
Oonee).

0 6as10B

B texcrte
MPUCYTCTBYIOT
MHOT'OYHCIICHHBIC
rpaMMaTHYCCKHE
OINOKH,
3aTPYIHSIONINE
ero nmonnManue (6
u 6oiee).

0 6ass10B

B Tekcre
HOPUCYTCTBYIOT 3 U
bonee
opdorpaduueckue
W/An
MYHKTYallMOHHbIE
OIINOKH,
3aTpyIHSOLIIE
MTOHMMAaHUE.

! Ecm pabota cocrout u3 221 uim Golee CII0B, IpoBepKe Mo eskat nepssie 200 cloB.




